Tradguld, the land of locomotives and peaceful 
countryside ... 
Langoud, the seafaring beach-city ... 
Sharan, the floating center of commerce ... 
Myscatonia, the land of mystery and wonder... 
And Dianova, the dark empire bent on taking 
over the world ... a world of swords and magic ... 
This is the story of Meis Triumph and his 
journey to save the people from the 
Dianovan Empire's reign of terror and oppression. 
Having been raised within a circle of Spirit 
Blacksmiths, Meis was enjoying his life in Kant, 
a nature-filled town in Tradguld ... 


However. ... 
Dia nova's conquest reached the town of Kant, 
and the people were forced to evacuate their once 
peaceful land. 


Separated from his family, Meis reaches the town 
of Boyzby and meets Sodina. From here, the 
story unfolds .... 
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Controller 


L2 Button 
r------ R2 Button 


Ll Button---------:~~,',o;.::==-====~~~l;;;:"----- Rl Button 


~~~~~~~~~~~~=Li. Button 
O Button 
X Button 


e..=='--\----0 Button 


~---'.---+----Start Button 


DUAL SHOCK™ analog controller 


L2 Button - --------, 
Ll Button------,fjl 


Select Button-----+--..--~ 


Directional Buttons --+---•~• 
Analog Mode Switch- -+- -ll•---- 
Left Stick -----+----i 
LED-------!----.,<->; 


:------ R2 Button 
"-""---- RJ Button 


• ~-+---Li. Button 


• H---- - 0 Button 
- ..-~t--- X Button 


t-----'1---- 0 Button 
.<->,.--- -+-- Right Stick 


~---.:--:r---Start Button 


Regardless of the status of the LED, the vibration function is activated if the function is selected on the sta- 
tus screen of the game. 


• In any case where the DUAL SHOCK™ analog controUer is used, the vibration function is activated at the 


status screen of the game. The left and right sticks, as weU as the analog mode switch, are not used. 


• The vibration function is set to ON as the default setting. Changing the setting can 


be done anytime in the CONFlG menu of the status screen. 


WORLD/CITY/DUNGEON 


Directional Buttons 
Rt Button 


R2 Button 
LI Button 


12 Button 


Select Button 
Start Button 


Circle Button 
X Button 
Triangle Button 
Square Button 


BATTLE 


Moves the character. 
Rotates camera to the left (Does not work at certain 
locations when walking in the cities). 
Moves camera up I down (Only on the World Map). 
Rotates camera to the right (Docs not work at certain 
locations when walking in the cities). 
Puts a position indicator above the character. 
(Not used on lhe World MapJ. 
Not used. 
Pauses the game. (If you press the Select buuon while the game is 
paused you can select QUIT co rerum to the 1ttle Screen). 
Displays the Status Screen. 
Tulks to people. enters buildin~. checks ueasurc chests. fast-forwards 1he messages. 
Tums the mini-map ON I OFF, Displays the entire message of a dia1og box all at once. 
Meis walks when used in conjunction with the directional buttons. 


Directiooal Buttons 
Selects a command I target characte(. 


Rt Button 
Moves camera to the righL 


R2 Button 
Not used. 


LI Button 
Moves camera to the left.. 


L2 Button 
Not used. 


Select Button 
Not used. 


Start Button 
X Button 
Triangle Button 
Circle Button 
Square Button 


STATUS SCREEN 


Directional Buttons 
RI Button 
R2 Button 
Ll Button 
L2 Button 
Select Button 
Stan Button 


Circle Buttons 
X Button 
Triangle Button 
Square Button 


Moves the cursor. 
Nol used. 
Not used. 
Not used. 
Not used. 
Nol used. 
Pauses the game. (lf you press the Select button while the game is paused you can 
select QUIT to rerum to the Title Screen). 
Nol used. 
Confinns the command selected. 
Cancels the command. 
Not used. 


GETIING STARTED 


Insert the disc properly in the PlayStation and 
tum the power ON. Press the start button 
when the title screen is displayed. You will 
then be taken to the MAIN MENU. 


TO START FROM THE BEGINNING 


Select START, then press the X button. The 
game will start from the very beginning. 


TO LOAD A SAVED GAME 


Select CONTINUE, then press the X button. 
Select the memory card that you want to 
load from and press the X button. Then, 
select the game data to be loaded and press 
the X button. 


SWITCHING DISCS 


._ .. -- .. - 
,_.,.T--.. - 
~: 


~-~--~~ 


Depending on the progress of the game, you may be prompted to insert a different disc. 
Please follow the message and insert the correct disc. 


SAVING THE GAME 


During the game, you can save the game data 
on the World Map. To save, insert a memory 
card and select SAVE at the status screen. 
Select the memory card, then choose the file to 
be overwritten by pressing the X button. Up 
to 3 files can be saved on one memory card, 
with each file taking 1 block. 


PLACES WHERE YOU ARE ALLOWED TO SA VE 


Besides the World Map, you can also save at the inns scattered throughout the 
various towns and cities. In a dungeon, you can save the game if you talk to the 
save point caUe,d SAVE DAMASHI. 


WORLD MAP 
INNS/HOTELS 
SAVE DAMASHI 
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GENERAL FLOW OF THE GAME 


This game progresses as you travel around the World Map and talk to people in the various 
cities and towns. When you encounter enemies on the way, defeat them and continue on 


your journey. In some cases, you will need to explore a dungeon and accomplish a 


objective before you can continue. 


The mini-map can only be accessed at the World Map and in 
cities or towns, by pressing the TRIANGLE button. It cannot be 
used in dungeons and in certain cities/towns. 


STATUS SCREEN 


As long as you are not in the middle of a battle or an event, you can access the 
status screen by pressing the CIRCLE button. From there, you can perform vari- 
ous commands such as checking the status of characters and using items. 


1. COMMAND WINDOW 


2. PARTY WINDOW 


3.MONEY 


4 . MASTER POINTS 


DESCRIPTION OF WINDOWS 


1. Command Window 


E1JDmIIJII GG 
779t.f' 
806 
lilw:lili~ 
Muza 
Lv13 
~~ ".\!~1 HP 
144 , 
162 
a:::::iuljll(n. ·.-.· fP 
3\,/ 35 


~ Meis 
Lv11 


- 
HP 105/ 115 
EP 
22/ 32 


u 
Sodina 
Lv 13 
,'.f, HP 
99/ 125 


·-~.' 
FP 
'll/ S1 


Wyna 
Lv 14 


HP 
182/ 182 


EP 
32/ 38 


Selects and performs various commands. See Page 10 for details. 


2. Party Window 
Displays a quick overview of the character's status. The characters in the left- 
hand column participate in battle, and those in the right-hand column are on 
standby (cannot participate in battle unless they are moved to the left-hand column). 


3. Money (GG) 


Displays the current total of money. The unit of currency is GG. 


4. Master Points 


Displays the current total of Master Points (MP). See Page 24 for details. 


Select the STATIJS command at the status screen. The cursor will then move to the 


window. Move the cursor to the character that you want to check, then press 
button. 


WEAPON PARAMETERS 


COMMAND WINDOW 


CHARACTER PARAMETERS 


The character's experience level. 
Accessory 


The current total of ex__perience points. 
Charisma 


The amount of experience points 


needed to advance to the next level. 
Attribute 


Current hit points/maximum HP. 
Current energy l!Oints/ maximum EP. 
Offense 


This affects the strength of spells. 
resistance to spells etc. 
Defense 


This affects the time needed for a char- 


acter to perform an action in combat. Critical Ra1e 


This affects the chance of evading an 


enemy's attack. 
Multi-Attack Rate 


The name of the e ui~ccessory..:.._ 
The level of feeling.s lOward girls (only ~ 


for Meis). 


The elemental attri6ute"ofme weapon. 


The level of damage that can be inflicted 


on the enem . 


The level of resistance to damage done 


I by an enemy. 


This affects the chance of executing a 
I critical attack. 


COMMAND WINDOW 


SPELL 


Displays the list of spells that the selected character 
has acquired. The spells in white can be cast from 
the command window. and the number beside the 
spell name indicates the amount of EP needed to cast 
that spell. 


ELEMENTAL BEAST/ 
SPECIAL ATIACK 
Elemental Beast I Special Attack 
Displays the list of special attacks 
(Elemental Beasts for Meis, new outfits for 
Nelsha) that the selected character has 
acquired. 


EQUlP WEAPON/EQUlP ACCESSORY 


Equips the selected character with a weapon or an acces- 
sory. The list of items that can be equipped appears when 
the equip weapon/accessory command is selected. Press 
the X button after selecting the item to be equipped with 
the directional buttons. By doing so, the status change 
will be displayed. The equipped accessory can also be 
removed by selecting "REMOVE". 
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This command allows you to perform various operations on items obtained by the player. 
The icon to the left of the item name indicates the type of item, and the number to the right 
is - 
number of that particular item in stock. Refer to the bottom of the screen for the 
· ·on of the item. 


t. Aaion commands 


t. USE allows you to use the selected items. The usable items are displayed in white text. 


Select the item with the directional buttons, then press the X button. 


2. LOOK allows you to check the description of the items. 
3. DROP allows you to throw away unwanted items. Select the item to be dropped with the 


dlrectional button, then press the X button. 


2. Display commands 


By using these commands, you can limit the types of items that are displayed in the item 
window. 


With this command, you can look at the 
available spells and cast them. Select the 
character, then press the X button. The 
spell names displayed in white text can 
be cast. Select the spell to be cast, then 
press the X button. Then select a charac- 
ter to cast the spell on and press the X 
button. However, the spell names dis- 
played in red text cannot be cast because 
of insufficient EP. 


USING SPELLSlJURING BA'ITLE 


Move the cursor to the spell, then press the x button. 


You can select the pany members to be in combat, and organize the battle fonnation with this command. 
The member.; In battle and the battle fonnation can have a huge influence over the outcome of the battle. 
'M1ink about how you organize your party as it may detennine whether you win or lose a battle. 


ORGANIZATION PROCEDURES 


FORMATION 


characters in the left-hand column patticipate in battle. and those in the 'right-hand column are on 


(cannot patticipate in battle unless they are moved to the left-hand column). NOTE: Of the char- 


In the left-hand column, the top-most character will be at the frontline and the others will seive as 


clwp. 


MEMBERS ON STANDBY 


FRONTLINE 


BACKUP 1 


BACKUP2 


WARP 


This command takes you to the cities I towns/ dungeons that 
you've visited already. Select the place that you want to go to, 
then press the X button. The WARP command cannot be used 
initiaUy; it will become available to the player at a cettain point 
during the game. In addition, there exists an item that allows 
you to WARP. It is sold at some stores. and like other items. it is 
expendable. 


MESSAGE SPEED, SOUND (Stereo/Mono) and VlBRA- 
TION settings can be configured. The vibration func- 
tion is valid only in conjunction with a Dual Shock™ 
Analog Controller. 


You can save from here when you're on the World 
Map. See Page 7 for details. 


PRINT CLUB NOTE 


With this command, you can view the Print 
Club pictures that you've taken at different loca- 
tions. This command will be available to the 
player as soon as a Print Club picture is taken. 


Vividly dramatized battle scenes are made possible by the combination of 3D polygonal back- 
grounds and 20 characters. And with the capabiLity to cancel the already selected commands, 
the player is given the freedom to have an in-depth combat strategy. 


COMBAT SCREEN 


DESCRIPl10N OF DISPLAYED INFORMATIONS 


1. Aclion CUISOr 


'l1lls cwsor is used to choose the character that 


or cancel an action. 


Actions 


of each enemy are displayed. 
dine 


the enemy character in the frontline. 


4. Pany Slabls 
'lbe quick overview of the characters' status is 
displayed. 


4. PARTY STATUS 


5. ACTIONS/STANDBY 


TIME GAUGE 


6. FRONTLINE CHARACTER 


5. Actions I Standby Tune Gauge 
The actions of the party members are displayed. 
The top is for the frondine, and the bonom is for 
the backup characters. The time gauge indicates 
the amount of time needed to execute the selected 
action. You can execute the action as soon as the 
time gauge reaches zero. 
6. FrontLine Character 
This is the party member in the Frontline. 


THE GENERAL FLOW OF BAITLE 


The character in the Frontline is going to be directly 
involved with the battle. The backup characters support 
the Frontline character by using items and casting magic 
spells. The battle pauses when the command window 
appears, and resumes when the player selects the action to 
be performed. 


BATTLE SEQUENCE 
The first thing done by the player when the battle com- 
mences is selecting the actions for the frondine and backup 
characters (Only l of the 2 backup characters can perfonn 
an action). Each action has a STANDBY TIME. and the 
selected action can only be executed after the standby time 
elapses. When the standby time gauge goes down to zero, 
"X action" will be displayed for the frondine character, and 
·o action" for the backup character. At that time, you can 
press the corresponding button to execute the action. 
When the action is completed, you can select another 
action. 


CANCELLING YOUR COMMANDS 


COMMAND SELECTION 
• 


STANDBY TIME COMMAND 
... 


COMMAND EXECUTION 
• 
ATTACK 


An action can be canceled at any time. Press the SQUARE button for the Frontline character. 
and the TRIANGLE button for the backup character. 
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BATILE COMMANDS 


ATl'A.CK 
only the character in the frontline can use 
this command. The character attacks the 
frontline enemy with his/her weapon. You 
cannot attack the enemy backup characters 
with this command. 


e frontline and backup characters can 


use 
command. Select SPELL command 


and press the X button, and if necessary, 
select the target by moving the cursor with 
the directional buttons and pressing the X 
button to confinn. The backup characters 
cannot cast offensive spells. 


SPECIAL 
only the character in the frontline can use 
QW:t,t;()lllllllalnd. The character attacks the 


"th a special attack I Elemental 
eis) or a new outfit for (Nelsha). 


Sel 
special attack to be used, then 


press1he X button. If necessary, select the 
target by moving the cursor with the direc- 
tional button and pressing the X button. 


SPELL WINDOW 


SPECIAL ATTACK/ELEMENTAL 
BEAST WINDOW 


NUMBER OF USES LEFf 


NAME OF SPECIAL ATIACK 


DESCRIPTION OF SPECIAL ATIACK 


DEFEND 
Only the character in the frontline can use this command. After this is selected, the 
defensive power of the character increases for the duration of the standby time. The 
command is terminated when the standby time gauge reaches zero, or when you cancel 
the action. 


ITEM 
Both the frontline and backup characters can use this command. Select the item to be 
used, then press the X button. If necessary, select the target by moving the cursor with 
the directional buttons and then press the X button. 


STANDBY 
Only the backup characters can use this command. While on standby, there is a chance 
of a backup character perfonning a cheer or a taunt. 


NEXT CHAR 
Only the character in the front- 
line can use this command. 
When executed, the frontline 
character retreats from battle, 
and the next backup character in 
line becomes the frontline char- 
acter. This command can only 
be used if there is a backup char- 
acter. 


RETREAT 
Only the character in the frontline can use this command. When executed successfully, the 
party will retreat from the battle. (This command cannot be used when fighting a boss 
character.) 
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n can be changed with the PARTY com- 
status screen. You can use the NEXT 


d in the middle of the battle. However, 


character cannot return to that battle after 


DIFFERENCE BETWEEN FRONTLINE AND BACKUP 


• Subject to an enemy's direct attack. 
• Subject to an enemy's area-effect attack. 
• Able to use all commands. 


BACKUP 


• Not subject to an enemy's direct attack. 
• Subject to an enemy's area-effect attacks. 
• Able to use the commands: 


-STANDBY 
-SPELL 
-ITEM 
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BAD CONDITIONS 


During battle, a character's condition may be affected by an enemy's attack. Each bad condition has some 
son of penalty; it is advised that you try to recover as quickly as possible. 


NAME 
EFFECT 
METHOD OF RECOVERY 


FALLS ASLEEP, RECOVERS 
ITEM 
ANTIDOTE 
IN A FEW TURNS 


SPELL CURE ALL 


CANNOT EXEClJTE ANY FORM OF ACTION, RECOV· ITEM 
HI ANTIDOTE 


ERS IN A FEW TIJRNS (GAME OVER IF AU PARTI 


MEMBERS ARE PARALVZED 
SPELL CURE+, CURE ALL 
ITEM 
ANTIDOTE EX 


CANNITT CAST MAGIC SPELLS 
SPELL CURE ALL 


NO CONTROL OVER THE CHARACTER'S 
ITEM 
ANTIDOTE EX 
CONFUSION A en ON 
SPELL CURE ALL 


AcnON CONTROLLED BY ENEMY 
ITEM 
NONE 
CONTROL 
SPELL CURE ALL 


RECEIVES DAMAGE FROM POISON, THE ITEM 
ANTIDOTE, HI ANTIDOTE 


EFFECT LASTS UNTIL CURED 
SPELL CURE, CURE+, CURE ALL 


END OF BATTLE 


The battle ends when you defeat all the 
enemies. 
WARNING: When all your party members 
are either defeated or paralyzed, the game 
is over. 


AFfER THE BATTLE ENDS 
When you win the battle, you gain 
experience points (EXP), money 
(GG) and Master Points (MP) 
according to the type and number of 
enemies that you defeated. In addi- 
tion, you may find items dropped by 
the enemy. 


LEVEL UP 
Each character gains some experience points per 
battle, and when it reaches a certain amount, the 
character levels up. Your parameters will also 
increase (SPEED, ELEMENTAL POWER, including 
CHARISMA for Meis), after leveling up. 
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Coming from a family of Spirit Blacksmiths, Meis 
can strengthen existing weapons, level up, add 
new features, spells, and even special attacks to 
that weapon. This is called the Master System. ln 
order to forge a weapon, the Master Points (MP) 
and a girl's Intimacy Level are required. A girl's 
assistance is a must for making a weapon stronger 
by imbuing it with an Elemental Spirit. 


weapon acts as a tool for both offense 


and 
in this game, the growth of a weapon 


is a very important factor. By strengthening a 
weapon, the defensive power, as well as the 
oft'enslve power, increases. Special attacks and 
magic spells can also be added to the weapon. 
See Page 2 7 for details. 


L '11le performance of the weapon increases. 


special attacks may be acquired. 


become available. 


RTA.'.\T NOTE, 
girl can imbue different speUs and/or special attacks at different intimacy levels. You can 
any girl's intimacy level up to IO at any given time. However, Meis' charisma level must be 
to or higher than a girl's intimacy level in order to imbue those spells and/or special attacks 


on any given intimacy level. Be careful, and make sure that you watch Meis' charisma level, oth- 
eiwlse you might miss a spell or attack when you go to forge your weapons because your charis- 
ma isn't high enough. 


THINGS TO DO BEFORE FORGING WEAPONS 


I. Wm Battles 
A certain amount of Master Points are expended every time a 
weapon is strengthened. In order to gather enough MP for 
strengthening a weapon, you need to go into battle. Every 
time you win a battle, you will be given a certain amount of 
MP, as well as experience points and money. 
Additionally, by gaining experience points and leveling up, 
Meis' Charisma level rises. This will affect the girl's Intimacy 
Level. 


2. Increase the Girl's Intimacy Level 
The strength of the Elemental Spirit that will be imbued in a 
weapon is determined by the girl's Intimacy Level. That 
means you need to increase the Intimacy Level to make the 
weapon stronger. 
You can increase the Intimacy Level by going on dates with 
the girl. Be careful not to make the girl mad, or else Meis' 
Intimacy Level will go down instead. As Meis' Charisma 
level increases, so does the maximum limit of each girl's 
Intimacy Level. 


• See Page 29 for additional information. 
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TO STRENGTHEN A WEAPON 


The weapons of the party members can only be 
suengthened by Meis, the Spirit Blacksmith. You 
can do so at the smithy in cities, towns, and 
some dungeons. 


URE 


ing the X button in front of the anvil, select the girl that you want to strengthen 
n with. A weapon selection window will open up. You can then check the 


I special attacks that are going to be added, as well as the MP consumption 


rate b- each weapon. Select the weapon, then press the X button to confirm the action. 
You will not be able to strengthen weapons that require more MP's than you have. 


SELECT THE WEAPON 
COMPLETE! 


POWER OF ELEMENTAL SPIRIT: 
SPECIAL ATTACK 


Depending on the weapon, the girl, and her Intimacy 
Level, special attacks may be acquired. Each special 
attack can influence the course of battle greatly; the 
more you acquire, the easier your journey will be. 


POWER OF ELEMENTAL SPIRIT: 
MAGIC SPELL 


By infusing the girl's feelings, the Elemental Spirit 
dwells within the weapon that is being forged. The 
use of a new magic spell becomes available. Note 
that the only way to acquire new spells is to 
strengthen the weapons with the girls you meet. 


ANOTHER METHOD FOR OBTAINING MP 


MP's can also be obtained in cities and towns. There 
are certain locations where Elemental Spirits reside, and 
by pressing the X button in certain places you can 
obtain MP's. 
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GOING ON A DATE 


In order to get acquainted with a girl, and to make weapons stronger, going on a date is 
absolutely necessary. To go on a date, go to a city I town and press the X button in front 
of a statue of the goddess. Next, select the girl that you want to go on a date with and 
press the x button. Finally, choose between DATE, PRESENT and MINI-GAME. 


DATE 
Once you select DATE, the girl you chose will 
appear behind you. Toke her to a Date Spot! 


are several Date Spots in each city I 
You will be prompted when you reach a 


Select YES and press the X button to 


co 
You will then be transferred to conver- 


satlon mode, where the girl will ask you various 
questions. If you answer positively according to 
the girl's personality, your Intimacy Level with 
her increases. But if you upset her, your 
Intimacy Level with that girl may decrease. 


GO TO A DATE SPOT. 
TALK TO HER AND RAISE 
YOUR INTIMACY LEVEL! 


PRESENT 
When you select PRESENT, the 
list of presents in your inventory 
appears. Choose the present 
that you want to give to the 
girl, then press the X button. 
Your Intimacy Level increases if 
the girl likes the present, but the 
reverse situation is also possible. 


MINI-GAME 
You can play a different mini- 
game with each girl. After you 
select MINI-GAME, START 
GAME, TRAINING, and 
INSTRUCTION will be displayed. 
Before starting the mini-game, 
it is advised to first read 
through the instructions and try 
the training game. 1iy your 
best, because your Intimacy 
Level with that girl will increase if you do well. On the other hand, your Intimacy 
down if you don't do well. 


INTIMACY LEVEL AND MOOD 


The Intimacy Level of a girl indicates how much Meis means to her. The mood of the gill will.be 
represented with a heart icon. The girl is happy when the heart is filled, and she is in a bad mil&t 
when the heart is empty. Note that you are likely to get a positive result when you date a girl in 
a good mood, but there are conversations that can only be heard when the girl is in a bad mood. 
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ITEM LIST 
SPELL LIST 


RECOVERY ITEMS 
SUPPORT ITEMS 
RECOVERY SPELLS 
SUPPORT SPELLS 


NAME 
EFFECT 
NAME 
l!fFECT 
NAME 
EFFECT 
NAME 
EFFECT 


POTION 
RFSfORf.S HP 
BOOK OF 
I 
DELAY 
CAUSES ENEMIES' SPEED TO DECREASE 
HEAL 
MINOR HP RECOVERY 
PARALYZE 
PARALYl.ES AN ENEMY 


HI POTIO~ 
RESTORES MORE HP THAN POTION 
NECRONOMICON I 
SCARFS ENEMIF.5 AWAY 
HEAL+ 
MODERATE HP RECOVERY 
CONFUSE 
CONFUSES AN ENEMY 


POTION EX 
RESTORES HP TO MAX 
HEAL ALL 
HEALS ALL PARTY MEMBERS 
SU!l!P 
PLrrS AN ENEMY 10 SLEEP 


G. POTION 
RFSTORES HP OF ALL PARTY MEMBERS 
ACCESSORIES 
REVIVE 
REVIVES UNCONSCIOUS PERSON WITH I HP 
Sil.ENCi! 
SILENCES AN ENEMY 


ANTIDOTE 
RECOVERS FROM POISON/SLEEP CONDffiON 
NAME 
l!fFECT 
REVIVE+ 
REVIVES UNCONSCIOUS PERSON WITH FUU. HP 
MIGHTGUTS 
OFFENSIVE POWER OF A PERSON INCREASES 


HI ANTIDOTE 
RECOVERS FROM POISON/PARALYSIS CONDmON 
HAl'l'Y GLOVE 
PROTECTS FROM CONTROUCONFUSION 
CURE 
RECOVERS 1 PERSON FROM POISONING 
GVJIIID GUTS 
DEFENSIVE POWER OF A PERSON INCREA.5ES 


ANTIDOTE EX RECOVERS FROM SILENCE/CONFUSE CONDmON 


SPORTS GLOVE 
SPEED UP, ENEMY'S CRITICAL HIT OOWN 
CURE+ 
Rf£0VERS I PERSON FROM POISONING, PARALYSIS 
SPEED 
SPEED OF A PERSON INCREASES 


REVIVE 
REVIVES A PARIT MEMBER TO I HP 
WAR GLOVE 
SPEED AND ATIACK UP, DEFENSE OOWN 
CURE ALL 
RETURNS SfATIJS OF 1 CHARACTER TO NORMAL 
EVADE 
AGIUIY OF A PERSON INCREASES 


REVIVE EX 
RECOVERS EVERYTHING EXCEPT BAO STA11JS 
POWER BRACER 
OFFENSE UP 
- 


OFFENSIVE POWER OF AN ENEMY DECRFASES 


EUXJR 
RESTORF.5 EP 
SPEED BRACER 
SPEED UP 
OFFENSIVE SPELLS 
Dl!Pl!NSE 
DEFENSIVE PO\VER OF AN ENEMY DECREASES 


HI EUXJR 
RESTORES MORE EP THAN ELIXIR 
GUARD BRACER 
DEFENSE UP 
NAME 
EFFECT 


DOWN 
SPEED OF AN ENEMY DECREASES 


EUXIR EX 
RESORE.5 MORE EP TI-IAN HI ELIXIR 
FIRE AMULET 
FIRE RESISTANCE UP 
FIRE 
ATTACKS ENEMY WITH FIRE 


SLOW 
AGIUIY OF AN ENEMY OECREA.5ES 


WATER AMULET 
WATER RESISTANCE UP 
RAIN 
ATTACKS ENEMY WITH WATER 


OFFENSIVE ITEMS 
WlND 
ATTACKS ENEMY WITH WIND 
BARRIER SPELLS 


NAME 
EFFECT 
GEO 
ATTACKS ENEMY WITH EARTH 
NAME 
EFFECT 


FIRE BO'ITLE 
FIRE-BASED OMA.AGE TO SELECTED ENEMY 
LIGHT 
ATTACKS ENEMY WITH LIGHT 
BARRIER 
REDUCES PHYSICAL DAMAGE (MINOR) 


SPARK BOTil.E UGtrr·BASED DAMAGE TO SELECTED ENEMY 
BARRIER+ 
REDUCES PHYSICAL DAMAGE (MAJOR) 


WlNO 80Til..E 
WINO-BASED DAMAGE TO SELECTED ENEMY 
WAU. 
REDUCES MAGICAL DAMAGE (MLNOR) 


GEO BOTI1.E 
EARTii-BASEO DAMAGE TO SELECTED ENEMY 
WALL+ 
REDUCES MAGICAL DAMAGE (MAJOR) 
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Opening song 
"Depenil on You" 
Perfonned By Ayumi Hamasaki 
wrllteD by Ayuml Hamasaki & Kazuhito Kikuchi 
8ff8ll80d by Aklmltsu Honma & Takashi Morio 
~ 
in the U.S. by Peermusic Ltd. (BMI) 
a cranslated from the original Japanese lyrics. 


If there ever comes a time 


when you need to go on a journey, 
let's st.art it together, you and me. 


When you are about to reach the goal you've been always striving for; 


what would you do if you realize that it's still so fur away? 
''How long do I have to go on?" 'Will there ever be an end?" 


How will you spend your uncertain days by yourself? 


Are you tired from your flight? You can't go on any more? 


You can rest your wing:; and be comforted, 


Because I will always be here for you. 


If there ever comes a time 
when you need to go on a journey, 
let's st.art it together; you and me. 


Ending Song 
'"I\vo of Us" 
Performed By Ayumi Hamasaki 
written by Ayumj Hamasaki & Oaisuke Mlyachi 
arranged by Akimitsu Honma 
published in the U.S. by Peermusic Ltd. (BMI) 
As translated from the original Japanese lyrics. 


I was dreaming about resting in your arms; 
I woke up and noticed that I was alone. 
I started crying, from loneliness. 


The color-faded sofa, the pair of cups that we used, 
The bed that's too large for me alone ... 
I'll get over them, someday. 
. 


I didn't love you so that you could keep on loving me. 


I thought I knew that, but now I can't go to sleep. 


The song that we liked, 
The movie we watched together. .. 
I can't forget them. I was hoping that tomorrow, 
Everything would go back to the way it was ... 


Since then, I tried calling you once. 
The girl who answered the phone 
Had a gentle voice. 


Your voice calling my name, 


The fingers that ran through my hair, 
The eyes that were so pure .. . 
Now, they're so far away .. . 
We laughed together, we argued together, 
We believed in each other; I'm all alone. 
I want to see you again, 
I can never see you again. 


I know, I have to give up my hope ... 
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Free* Thousand-Arms Soundtrack and Multimedia CD 


HERE's WHAT YOU'LL GET 


• 40 Red book Audio Tracks from the game {plays on any music CD player). 


• Programmable Screensaver using high-resolution art from the game. 


• Custom Anime art wall pa pet 
~ 


• Desktop theme package loaded with art, dialog and sound e~ 
m the game. 
/ 
/ 


• Character profiles with high-resolution art, selected dialog aod character 


theme music. 
y 


• Links to th l" hottest game related websites on the internet. 


. 
-.:....:..~ 
. 
~ 
/ 


Please allow 4 to 6 weeks for delivery. 


J 
' 


J 


Great Stuff for your PC & CD Player 


• PC Screensavet 
• Game Soundtrack CD. 
• Tons of HIGH RESOLUTION ART for your PC. 
• Hidden Treasures and much, much more ••• 


PRODUCTION NOTES 


Hello and thank you for purchasing Thousand Arms for the PlayStation Game Console. 
Four years in the making and countless hours of hard work, you now hold in your hands 
the first RPG created by RED Company ever to be released in America. This is also as close 
as you're probably going to get to playing a genre made famous in Japan: the Dating 
Simulation. One of the things that makes Thousand Arms so special is its unique use of 
the Dating Events to gain special powers, spells, and weapons. Basically, the better you 
perform on a date, the better you will perform in the game. It really adds to the game as it 
avoids the traditional way of acquiring weapons and spells. It also keeps people from just 
wandering around to fight monsters to level up to ridiculous levels. I've been there before 
and it's not a pretty sight... 


We want you to have the best possible gaming experience so we've made a few 


modifications from the Japanese version of the game to make your life a little easier. First 
of all, we wanted to make getting around the game world a little easier, so we made run- 
ning the default instead of walking. This definitely saves you from holding down a button 
to run around... Hey why walk when you can run? Next, on the World Map the screen 
rotation buttons were reversed. Thankfully, we've fixed that problem and you can now 
press RI and your view will move clockwise. To us this made gameplay more intuitive. 


Next, we come to the issue of game balance. Overall, we found the game to be 


too easy for our taste. The first thing that we did was to lower the encounter rate of mon- 
sters and increase the amount of EXP and Money you get per battle. However, this does 
not mean you'll have an easier time beating the game. In exchange for this convenience of 
not running into a monster evezy other step we have made a few adjustments to help those 
defenseless monsters and bosses. First, we've increased their HP which should make bat- 
tles take a little bit longer. We did this because over the course of a normal game, the sum- 
mon spells that you acquire were way too powerful. You could easily kill a boss so fast 
that you wouldn't have seen any of their special attacks or spells. This we thought took 
away from some of the game as you would miss some rather exciting or comical spells that 
you would probably never see. Next, we increased the damage that the enemy inflicts 


/' 


upon your party. In some cases we would be doing thousands of points of damage to a 
boss and they would retaliate with a measly attack of a couple hundred. Bad form, most 
definitely ... These changes will obviously make battles more satisfying as you will also 
need to manage your resources more wisely in order to win them. 


Now, we come to the all-important discussion of the translation of Thousand 


Arms. As far as important plot points and dramatics are concerned we attempted to keep it 
as close to the original translation as possible. However, some of the comedy bits in the 
original had a definite Japanese flavor and this is where we had tl1e most liberty to make 
things, let's say ... a bit more interesting. Anyway, you'll surely recognize many things 
throughout the game but I'll leave it up to you to find tl1em. Also, item names were simpli- 
fied so that you wouldn't have to remember weird names for something as simple as a 
potion that restores HP. 


Again, I would like to send a heartfelt thanks to evezyone who purchased this 


game. By purchasing this game you assure that other games just like it will make its way 
to the PlayStation and consoles to come. Do not hesitate to contact us via email or snail 
mail to give us suggestions on our games. We always ti)' our best to accommodate the 
wishes of our fans whenever possible. When you asked for the original opening and end- 
ing songs for Thousand Arms, we gave it to you. You want color manuals, we gave it to 
you. Ask and you shall receive Uust don't ask for free games.) Anyway. we hope that you 
have as much fun with Thousand Arms as we had making it! 


The Atlus Staff 
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COMMENTS FROM THE CREATORS 


Thkehiko ltoh 
Planning 


The 'Thousand Arms" project, which started in the summer of 1995, is finally ready to be 
released. Because I mainly work on visual aspects such as character designs and world 
settings, this was my first chance to oversee the entire game planning. But being an avid 
RPG fan myself, I accepted the challenge and put 100% effort into it. The entire staff of 
Studio Morning Star spent long hours on the plan while working on 300+ pages of sce- 
nario, discussing the usage and effect of items, creating monster designs with Mr. Hataike, 
etc. for over 2 years. I believe that my pride as a comic book artist has ultimately reflected 
upon the personalities of the characters and their conversations. I can't thank Mr. Hiroi, 
Red Company, Atlus, and all the people involved in the development enough for realizing 
this project! 


Hiroyuki Hataike 
Director 


My life as the illustrator, planner, and coordinator, my job to create brand new worlds ... I 
have put into Thousand Arms everything that I have learned and experienced through my 
works. Since I work mostly on serious drama, I had to be extremely careful when incorpo- 
rating Mr. ltoh's comedy in the game smoothly. As a result, Thousand Arms has become 
an epic story while retaining the essence of our daily lives. Other characteristics of the 
world include (1 ) fantasy setting, represented by the Elemental Spirits, the Sacred Altars 
and the Masters, and (2) glorified Industrial Revolution-style culture, represented by the 
mobile cities of the land, air and sea. Thanks to the support from the staff members of 
Morning Star and Red Company, l received many great ideas and was able to experiment 
on new concepts. To those of you who are going to start playing this game: Enjoy! And I 
hope you have lots of fun throughout your journey. 


Yuuya Kusaka 
Character Design 


Mr. ltoh, whom I was a great fan of, asked me one day if I was interested in working on 
the character design of a game. l thought that it could be too much for me, but I accepted 
the offer anyway. Mr. ltoh asked for my autograph in our first meeting, and I remember 
becoming totally nervous. The work turned out to be very tough indeed. I had problems 
designing the characters so that they may be distinguished just by looking at the silhou- 
ettes. I was surprised this one time when I found out that one of my doodles in my 
sketchbook was actually used in the scenario! When l saw the screen of the game in 
development, I was so amazed at the quality of the graphic and animation that I couldn't 
stop thinking about how the characters that I drew would move in the actual game. The 
characters, especially Meis, will be alongside you on your journey. He is definitely not a 
typical hero of an RPG, but I hope you enjoy his company. 


Junki Takegami 
Scenario 


In the past, Mr. Hiroi, Mr. Itoh and I were involved in the production of a TV show. And 
when I heard that they were going to create a game, I just couldn't miss out on the oppor- 
tunity to work with the two extremely talented individuals. It was fun and I didn't have 
much trouble, but... I fell in love with the characters aft:er reading through Mr. Ito h's docu- 
ments, and I guess I became influenced by Meis so much that the conversations in the 
game became ... well, a bit on the perverted side. The other people had to stop me and 
calm me down because they said that it was too much. This is one hero with strong indi- 
viduality, I tell you! Since there are many characters (especially female) in this game, I 
tried my best to show their personalities in each of their lines. Many staff members 
(including mysel~ have put tons of effort into Thousand Arms, but don't worry about it. 
Kick back, relax, and enjoy the game! 
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WIMt do you enjoy doing? I always liked drawing pictures, and I chose to become an ani- 
mal,r. Do you enjoy playing video games? Of course you do, right? Me too! That's why 
1 got really excited when I was asked to work on this project. To say the truth, I was wor- 
ried at first about the quality of animation in the game. But in the end, I realized that I had 
a great time with such a big project. I hope that you will be amazed at the smoothness of 
the aansltion from the game screen to animation sequence, and at the high quality of the 
CG and the animation. And please talk to lots of girls, go on dates with them, and make 


els stronger as you progress in this game. I can't wait to play Thousand Arms myself! 


• Thank you very much for reading this comment! 


I still remember the day when Mr. Itoh came to Red Company, carrying a thick plan docu- 
ment. When he explained the world of Thousand Arms to me, I was drawn in by his pas- 
sion. There exist countless difficulties, undesirable circumstances, and obstacles that test 
the humanity and professionalism of each staff member, as well as the efficiency to wor~ 
as a team. Only those that overcome all obstacles are able to finalize the projects as com- 
pleted products, and I believe that they are filled with the overflowing love of god. 
~ 
d Arms is such a title. I thank each and every staff member for the effort they put 


Chis game. Mr. Itoh, thanks for everything. 


Ayumi Hamasaki 
Main/Ending Theme Song 


When I received the three key concepts -- "going on a journey," "the feelings of the two 
lovers," and "soaring in the sky" -- to work with instead of being told what kind of game 
Thousand Arms was or how the lyrics should be, I was able to write the song without 
much hassle. To me, "the feelings of the two lovers" doesn't necessarily mean that they 
help each other and live their lives together. There are times when a man _needs to ftght for 
what he believes m; he needs someone to return to and comfort him. "I will always·l,e 
here for you" ... this is the main theme of the song. I'm looking forward to playing this 
game, as well as trying out new things and doing my best to live my life to the fullest. 
And ... I hope we can do it together. 
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town: 
t, a town in the countryside of Tradguld. 


ersonality: 
Very true to himself, for better or for worse. Puts 10096 
effort to what he believes is right. And what's right is 
his passion for the opposite sex. 


Note: 


The son and heir to the Triumphs, a noble family of Spirit 
Blacksmiths. Very passionate, especially toward women 
of his type, which pretty much covers any girl who'll talk 
to him. Regarded by most people as an easy-going play 
boy, but he has a strong sense of responsibility. 


.!Ul~town: 


oyzby, the capital of Tradguld. 


Personality: 


A down-to-earth girl, who believes in Meis, no matter what. 
ote: 
Honest, cheerful, and kind towards everybody. But 
whenever Meis shows interest in other girls, she gets a bit 
jealous and acts accordingly. Most likely with a slap to 
Meis' head. 
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Ag ·°'1 


etown: 


Schutzren, home of the fearless warriors. 
Personality: 


His actions are motivated by his dream of becoming a 
hero. A big-brother figure to Meis, but gets very nervous 
in front of girls ... 


etown: 
ngoud, the pirates' hideout. 
Personality: 
A very straightforward and carefree girl who p~ 
rs to 
live her life her own way. Tulks like a guy, and her 
combat skills are first class. To this girl, the fight is 
everything. 
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8 


etown: 


Wano, land of the Orient. 


Personality: 


People may mistake him for a beautiful woman, but in 
battle he is a cold machine programmed to defeat 
anyone unfortunate to cross his path. Very gentle to 
women and uses his looks and frailty to influence their 
maternal instincts. 


6 
etown: 
Sharan, the floating city of commerce. 


Personality: 


Cheerful, active, full of curiosity. When caught ~ tween 
a rock and a hard place, she tends to either just run 
away or try to squeeze her way out of it by arguing. 
But somehow, people around her aren't too concerned 
with her personality. 
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®~Ihl~ ~ttyllm 


Age: Appears to be 12. 
,.Hdmetown: 


The ancient city of Myscatonia 


Personality: 


The Dress Master with a dual personality. Usually an 
introverted girl, but acts completely different whenever 
she changes her costume. When she loses her temper, 
she really loses her temper. 


HINTS 


• Tiie key to sacceeding in Thousand Arms is to DATE, DATE, DATE! When you 
do "'8 on dates with certain girls they will give you access to new spells and 


that can be passed on to other characters in your party! 


to everyone you meet at least once or twice, they may give you helpful 
n to complete your quest. 


up plenty on healing items and recovery items. You never know when you 


need them. 


ON HOW TO ENJOY THE GAME BUT WON'T NECESSARILY 


HELP YOU BEAT IT 


• A.Hiliidt as the Dating portion of the game is important, don't take it too seri- 


• Don't always pick the same choices even if they are the correct ones. Have 


it! We didn't record over 12 hours of dialogue just so that nobody would 


Id Also, you can't get everything if you always do well during your encoun- 


telld (Hint, Hint!) 
• ny to collect and use all of your party members' special attacks, you'll be glad 
yoaOU 
• Dcili't pass up any treasure boxes you see, you never know whatcha gonna get! 
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r---------------------------------- 
Yes! 0 I want a free issue of PSM. Enter my one-year 
trial subscription and if I like what I see, I'll send $12 for 
11 more issues (12 in total) and save 80% off the cover price! 
If I'm not absolutely satisfied, I'll simply write "cancel" on the 
invoice and owe nothing. The free issue is mine to keep. 


NAME ------------------ 7 TH Dl 
ADDRESS _____________ ______ _ 


CITY/STATE/ZIP --- --------------- 
: 


Detach and send coupon to: 
PSM, Subscription Department, 
P.O. Box 52073 
I 
Boulder, CO 80322-2073. 
Offer good in US only and expires June 30, 2000. 
Photocopies of this offer acceptable. 
Please allow 6-8 weeks for delivery of your first issue. 1.%-:fiVil 


::.:;:,; PlayStatian Magazim: 


~-----------------------------------------------~ 


